
September Meet mg 
Sched i_j \& 

General Meeting: Tues Sept 1st 7;00 PM 
Granada Hills Ugh School 

ST Sig Meeting: Tues Sept 15th 7:00 PM 
Mercury Savings and Loan 

* 

> 

Future Meetings 

General ST Sig 

Oct Tues 6 Tues 20 

Nov wed A Tues 17 

Dec Tues 1 Tues 15 

Meeting Agenda 

Whips and Chains Galore 

Guest speaker From Data Soft - 
Intellicreations will be demostrating 
Alternate Reality- The Dungeon. 

Door Prizes: 

- DataSoft Software 

- AlphaCom Printer w/8-bil interface 

- Dbasic w/manual (Faster than 'C') 

- 8-blt Disk of the Month 

Newsletter Awards: 

1st Prize - Doug Kelly 

2nd Prize - Justin Scot t 
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HELP 

Volunteers ore needed for o 2 hour 
shift ot the Atari Fa ire V.2 
on Sept 19th & 20th 

^ £ 

Kill a Happy Fact 


At the Sept ST Sig meeting there will be 

Tell A Friend , 

a MidiMaze contest. Interested parties 

1 

contact Tim Laren at the Sept General 

For each new membership you bring into 

Meeting to make arrangments. We will 

LA-ACE you will earn $5.00 creel t towards your 

have several computers but may need 

membership renewal plus the new member will 

a few more. Thanks. 

receive 4 door prize tickets free 1 

■ 
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Reprinted front SBACE 

This is ta point out ta the seabers of SBACE hots 
despar ate Sill Little is tor saterial if he publishes this. 
It should shot) that being newsletter editor is not an easy 
job, (AeenH! - editor! 

FRED and ME 

By D . B . 

I'i an B bit nan nyself 
And 1 '* as proud as 1 can be; 

You won't find *ine on a shelf 
It's still an 8 bit world for «e! 

Oh, those 16 bits are nice; 

I'a sure we all agree 
And it's not the higher price 
That keeps the world S bit for ee. 

I just can't put away 
That XL or sweet IE 
Or old BOO Fred 

Who's been such a friend to ee, 

[ learned the language that he used, 

Learned his tent and graphics eode; 

I'« sure he laughed soietiies at ie 
While learning all his basic code. 

But he stayed a friend to ee, 

Tolerated fuebling fingers; 

Though soietiies .we'd disagree 
Those fond leiories still do linger 

I lust adiit that I'i iipressed 
By the world of the ST, 

All that speed and fancy dress 
And what it does so graphically 

But take it like an IBM? 

I lust say I can't condone it 
The chances are, I think, real slii 
That they'll take old Fred-and clone it. 

So ['ll talk to old Fred daily 
And say Fred-how bout this? 

He lay take a while to answer 
But It's like a lovers kiss 

So iuch sweeter if they linger, 

So iuch better if they're slow, 

So I'll keep giving Fred the finger 
But I'll never let hii go. 


LA-ACE tews letter 

This newsletter is written and prnted by the members of t 
Log Angeles Atari Computer Enthusiasts, an association o, 
Individuals with a common Intresi, using and programming Atari 
Computers ThB group is not affiliated wlh Atari corporation nor 
with any other commercially oriented organization. Any logos, 
troamarks or company names are used with permission or as an 
mrormai methoud of referng to a product or company 

Opinions expressed in the publico lion ore those of the author 
and do not necessarily represent the option of LA- ACE. 

LA- ACE Membershp 
12 month mentorship Tees: 

Individual 12000 
Fomly *20.00 
Assoaate le.oo 

Individual and family membership includes subscription ti this 
newsletter, membership access to the LA- ACE BBS. and access to 
the general meetings Associate membership includes access to 
LA- ACE BBS only. 

LA-ACE Meet tigs 

The General Meetings are held on the rirst Tuesday of the 
month at 7:00pm unless othwise posted in this newsletter. Al other 
Special Interest Group meetings (SlGs) times will be posted in this 
newsletter. 

Advert Bng 

This newsletter s supported through the members of LA-ACE 
and i s superiors All adverlisments must be submitted, camera 
read and paid in full, no later than the first Saturday foiiowr 
the General Meeting. There are discount for long term or concetuh < 
adverlisments 

Adverttsrg Sates: 

Full Page *40.00 
1/2 Page I25CO 
1/4 page *16 00 
Business Card t&.oo 
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AACE Meeting Minutes 
August 1887 
By Douglas Kelley 

We had a hoi meeting this month - both 
literally and figuratively! With no air conditioning 
in the auditorium, we had a rather short 
meeting, but we did get quite a bit done 
anywa ys. 

i would like to say at this time that I am 
stepping down as Secretary due to the fact 
that I am going to college. We need a new 
secretary before the September meeting, and 
all you have to do is attend the general 
meeting and the board meeting, and write this 
column. Call Bill or me [our phone numbers are 
in here somewhere) if you would like to 
voulunteer. 

Our Vice-President, Jon Dekeles, opened the 
meeting at 7 : 1 5 PM with a question - and - 
answer session. We discussed Atari's ST 
campaign and what our favorite computer 
maker might buy, Prometheus modem company, 
s e 8- bit emulator for the ST (available soon), 
i <d the upcoming Atari Fa ire. 

The Atari Fa ire will be at the Glendale Civic 
Auditorium September 18 and 20 Tickets wiil 
be available at the September meeting for $3. 
They will cost $5 at the door. LAACE is also 
looking for voulunteers who can do work for 
1/4 or 1/2 of a day. Contact Bill if you are 
interested. 

Jon gave is monthly “lesson*, this month 
about *XIO* commands (for the 8-bit) and 
MS-DOS commands (for the IBM emulator for 
the ST) Next month: 8 and 16 bit DOSes. 

B. Dalton Software now has Your Atari 
Computer, which is the 8- bit Atari bib le If you 
don't have this book, you need ft. B.Dalton is 
now giving discounts to LAACE members and 

they are still looking for suggsstions as 

to what they should sell, both 8 and 16 bit. 

The LAACE financial report was read to the 
members and accepted. Copies are available 
from the Tresurer or me. 

Hugh Edwards showed us a recording of 
""he Computer Show* [Tuesday 7PM Channel 18 

GOE/KSCI] San Bernadino). The show 
displayed CAD 3D, how simple it was to use, 
and what could be done with it. CAD 3D 
looked impresslvel A discussion of 3-D CAD 
applications and holograms (true 3-D) ensued 


We hope to have a few samples of holograms 
at the next meeting and perhaps some stuff 
from CAD 3D. 

We had our drawing and the meeting was 
adjounred. Door prizes: ALPHACOM PRINTER 4 
INTERFACE, Dr. Lee Brilliant 300 Baud Modem, 
DBAS1C (ST), LAACE 8 and 16 bit DISKS OF THE 
MONTHS, LAACE 
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LA-ACE BBS 
An Oasis in any 
desert? 

by Rich Monosson and Tim Laren 

LA ACE 

In the last few weeks we have been 
experimenting with the Oasis BBS system. As a 
rather new and new particularly to us BBS, we 
had to take the word of a couple reviews 
when we went looking for a new and Pug- Tree 
BBS system. The reviews of Oasis BBS were 
positive, so for $15 we figured that we had 
nothing to loose. 

Along with the changeover, SpartaDos also 
came highly recommended not only by 
word-of-mouth but by the authors of Oasis. 
Since the Oasis BBS was written to use 
SpartaDos, we went for that too. 

So here we are-- a new BBS system and a 
new DOS-- unfamiliar ter it ory - - where no 
(LA- ACE) member has ever gone before, . . 

So now that we got it up (pun not Intended) 
we struggled with the lack of documentation 
and lack of clarity of using the system-- not 
to mention the just plain unfa mllla r It y with It. 
Add to that our resistance to change-- FoReM 
is so imbedded in our hearts and minds that it 
is difficult to relearn new habits. 

Those of you who have had the opportunity 
to log on during these early experimental 
stages may have to apply for a password 
again as we too learn the system. 

Stay tuned next month folks for another in a 
series of "How the LA-ACE BBS's Hard Disk 
Turns.* 


LA ACE BBS (818) 700-1652 
rv VCE BBS (8J8) \OO-(e0S 
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DB ASIC 
DTACK Grounded Inc. 

1570 Pacheco B-7 
Santa Fe, NM 87501 

Dbasic is an interactive Basic for the Atari 
ST, It is available through the club library and 
comes complete with a 290 page printed and 
bound manual. There are claims of speed equal 
to and sometimes ex ceding that of compiled 'C' 
and Pascal From what I have seen and read 
these claims are true. 

Although the 'version' of Basic is not the 
same ’type' as the Atari ST comes with it is 
very easy to program in. If you have ever 
programed on an Apple It you will be at home 
here. The authors designed a 68000 board 
that pluged into the Apple II bus several years 
ago. In order to 'be compatible' with the Apple [[ 
people they used a operating system and 
language that most Apple people Knew. So they 
invented HALG0L. HALG0L was named after the 
HAL 9000 from the movie 2001 and a programing 
language ALGOL. Dbasic is not the same as 
what was running on the Apple (I but it has it’s 
roots are deeply seated in in the original work 
that was done on the Apple (I. After 5 years of 
constant upgrades and inprovements to HALGOL 
several enhansments were added to the Atari 
version and it actualy runs faster. 

Some more trivia, the name of the company. 
Dtack is a line that is used on the 68000 to 
allow the processor to wait for slow memory 
and other devices. If this line is grounded the 
processor will run at the fastest possible 
speed. On the plugin board that was designed 
for the Apple [[ this line was grounded to get 
the processor to run the fastest it could, and 
this is the major goal of this company, to make 
things run the fastest they possibly can. Hence 
the name Dtack Grounded. 

The disk that you will get has the operating 
system, the interactive compiler, the monitor, 
and several utilities and demo programs. When 
you boot it Dbasic will take control of your 
system. You will first be greeted by a menu 
and three options. The defalt option, selected 
by simply pressing the return key, is clear. This 
will start you off clean and allow you to start 
programing. 

The second option is to duplicate the disk. 
Once selected this options asks source drive, 
destination drive, and if you want to format. 
You will be prompted to load the disks and 


told how long it will take to do and everything, 
pretty good hu? 

The third option is the most informative an^ 
fun, the Read Me option. This is where all the 
demos and examples are accesed from. There 
are several programs for hi, med, and lo res. 
Most of these do simple tasks like drow 
ramdom lines and shapes on the screen. They 
give you a good starling point to learn the 
language from. In mono there is one program 
that shows a rea! application, this is a 
program to calculate the response of a 
speaker and plots the results on the screen. 
Although I don't belive that the adverage 
person would have a use for this, I still think it 
is □ good example and am glad it was 
included. 

I have not read the entire manual but have 
made a good dent in it and realy enjoy 
reading it. It seems that the authors must not 
enjoy reading ’text books' either. The text is 
scattered with witty comments that make you 
think and has several humorious stories that 
are used to get a point across. There are 
also several examples for each command tho' 
show different ways to use them and way 1 
you might not otherwise think of. 

The manual is printed in very readable text 
and is bound to last a lifetime. All the 
commands are listed in alphebetical order and 
toke up most of the book. There is a simple 
introduction lo Dbasic and there way of 
thinking in the front followed by a description 
of the way things were done and why (mostly 
for speed). This is followed by a description of 
all the neccesities of the language like 
variables and data types. Then there is an 
area on disk storage and DOS's and file 
structure. Next is all the memory maps and 
memory storage requirments. This covers about 
80 pages up to this point and the rest of the 
manual describes all the commands and 
program statments. Thats the last 200* pages. 
They seem to have done a very good job on 
the program and the manual, I don't know if 
the manual makes programing in Dbasic so 
easy or if It’s just Dbasic that’s so easy lo 
use, but I have played around with several 
little demo programs and they do exactly whc 
I thought they should hove and seem to rui W f 
very fast. What else can you ask for? 

Dbasic, with the manual, will be available for 
$15. When we run out, the disks alown will be 
availabe for $5 and the manuals from Dtack. 
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Gra p>fn les 7 + on tine 

-4 oo & a oo 

By Douglas Kelley 

If you have a 400 or an 800, you have 
undoubtably heord about the fabled 
■graphics 7+* or ’graphics E' mode, that has 
the 4 colors of graphics 7 and a resolution 
approaching that of graphics 8 Here is a 
short demonstration program showing how to 
create graphics 7+ and how to use it: 

5 REM GRAPHICS 7. DEMO 
10 GOSUB 1000 
20 FOR X-1 TO 3 
30 COLOR X 

40 PLOT 0,0. DR A WTO 159,39;DRAWTO 158,95 

50 POKE 89,PEEK(89}+ 15 

60 PLOT 159,0:DRAWT0 159,95 

70 POKE 89,PEEK(89H5 

80 OPEN #1,4,Q,'K:':GET #1,K; CLOSE ft 1 

90 NEXT X 

99 END 

1000 GRAPHICS 8+16 
">0 POKE 87,7 
20 SETCOLOR 2,0,0 
iUGO RETURN 

The program was created with the help of 
Mapping the Atari (page 1 7 ) and Your Atari 
Computer (page 282). Type in this program, 
SAVE it, and then RUN it. Press any key to see 
the 3 different colors you have (the fourth Is 
the background) 

Lets step through the program. The first 
line sends us to the sub - routine at 1000, 
Graphics mode 8 is set up, full screen. The 
‘POKE 87,7’ tricks the computer into thinking it 
is in graphics 7. We make the background 
black so that you can see the colors better, 
and then RETURN to line 20. 

Unfortunately, there is a small 
disadvantage in tricking the computer into 
thinking it is in graphics 7 - it thinks It is in 
graphics 7, and uses those screen boundaries: 
160 pixels across by 96 pixels down. Any 
attempt to PLOT or DRAWTO the bottom half of 
‘he screen gives us an "out of range' error 
rror #141). What to do? Well, thats where 
t ne POKE 89 comes in. Locations 88 ond 89 
point to the memory location of the top left 
corner of the screen (you can verify this: 

try ’X-PEEK(88)+PEEK(89r 256:POKE X,33\ 


This will put the letter *A’ in the lop left corner 
of the screen in graphics mode 0,1 and 2 In 
other modes, a colored block or bar will 
appear.) 

Technical explanation: there are 4 colors, 
so each pixel needs only two bits to store the 
color of that pixel, one byte holds the colors 
of 4 pixels. Since there are 160 pixels across, it 
requires 40 bytes to hold the info for one row. 

40 bytes times 96 rows divided by 256 equals 
15 (laa-dahhl). 

So, by POKEing 89 with 15 more than it 
originally hod makes the computer use the 
lower half of the screen now. Of course, you 
still have to use the graphics 7 boundaries 
(160 by 96; PLOT 0,0 now plots a point on the 
left edge of the screen halfway down), so you 
cant PLOT or DRAWTO the upper half of the 
screen. If you want a continuous line from the 
upper half of the screen to the lower half or 
vice versa, you must DRAWTO the boundary, 
change halves, and then finish the line (as the 
program above does). To be abie to use the 
upper half of the screen again, just POKE 89 
with 15 less than it now has. NOTE: using POKE 
89,PEEK(89)- 15 when you are already using the 
upper half of the screen, or using POKE 
89,PEEK(89 )+ 15 when you are already using the 
lower half can be hazardous to your program, 
not to mention your dispiayl 

So, with a few minor reservations, you now 
have A colors and 160 by 192 resolution. 
Enjoy! 
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Part H 


by Richard Leinecker, 
Author of " The Scientific ST" 


In last month's article on reading 
analog data with an ST, it was noted 
that the ability to read analog data 
was missing from the ST computers. 
This is one feature that the eight bit 
computers had, which was sometimes 
helpful for hardware applications. 
There are many things that the ST is 
incapable of, since the built-in analog 
to digital converters have not been 
included. With the addition of some 
simple hardware, the ST can regain 
the ability to read analog data. 

Ji might be helpful to repeat the 
difference between analog and digital 
data for those who missed last 
month's article. Digital data is a set 
of ones and zeros, a set of transistors 
in either a high or a low state. The 
low state approaches zero volts and 
the high state approaches five volts. 
These ones and zeros form the digits 
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of a binary number, A set of four of 
these digits comprise a nibble, a set 
of eight of these digits comprise a 
byte, and a set of sixteen of these 
digits comprise a word. 

An analog signal may be at zero or 
five volts, but it may also be 
anywhere in between those two 
voltage levels* We will limit our 
discussion to analog signals between 
zero and five volts, although they 
may be at any level above five volts. 
Analog signals are a problem for the 
computer because it cannot interpret 
analog voltage levels* For this 
reason, analog- to-digital converters 
are used* The analog voltage is 
converted to a digital number and the 
microprocessor can then use it in the 
way that the software calls for. 

This is the second of two articles 
covering the subject of analog data 
reading techniques 
for the ST, The 
" first article 

illustrated the use 
of voltage 
comparators to 
detect an input 
voltage that 
exceeded a pre-set 
reference voltage. 
This article 
illustrates the use 
of an analog to 
digital converter 
to read exact 
levels of an analog 
signal. It would be 
well to tackle the 
projects in the 
first article before 
taking these on, as 
those were easier 
and will give you 
some construction 
experience on a 
simpler level. 

The heart of the 
hardware is an 
ADC803 analog to 
digital converter. 
This parttcul ar 
converter h as a 


built-in clock that is set by an 
extern- al resistor and capacitor. 
Very few external parts are needed. 
One problem is that the converter 
needs to be strobed in order to put 
the digital data on the eight data 
output lines. For this reason, the 
joystick port cannot be used unless 
you can find a way to strobe the 
ADC803. Rather, the parallel port is 
the best choice, because the operating 
system automatically stobes pin one 
of the port when reading data. 

The cartridge port is another 
alternative to the parallel port. The 
ADC803 is directly inierfacable with 
the cartridge port so no data buffer is 
needed. The only problem then is 
obtaining the cartridge board. This 
can be ordered from a company called 
Bigfoot Systems, Their address is 
2708 East Lake Street, Minneapolis, 
MN. I have etched my own boards 
but it is infinitely easier to order one 
from Bigfoot Systems, 

For the purposes of continuity 
with last month's article, the example 
in this article will return the ambient 
light level to which a phototransistor 
is being exposed. This is an 
expansion of last month's project that 
sensed a light level that either 
exceeded or failed to exceed a pre-set 
level. The values returned by the 
ADC803 will range from 0 to 255. 
Figure 1 is the schematic of the 
parallel port version of the circuit. 

PXMUel Pori Pin XB41I7** 
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Figure 1 
( continued ...J 
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Reading Analog Data With an ST (continued... J 


Parallel Port Connections: 


Parallel Port Pin 1C Pin 


1 1 

2 11 

3 12 

4 12 

5 14 

6 15 

7 16 

8 17 

9 18 

11 10 

25 10 


Parallel Pori Version Parts List 


! ADC803 Analog to Digital 
Converter 

1 220 pf disk capacitor 

2 IK resistors 
1 lOKreisistor 

1 25 Pin connector 

Hookup wire, breadboard, 20 pin 1C 
socket, 5 volt power supply. 

It would be wise to construct the 
circuit on a solderless breadboard 
before constructing a final version. 
When you do make your finished 
product, a perforated breadboard is 
very convenient to use. 


15 

16 

16 

15 

17 

18 

IS 

17 

31 

1 

40 

10 


Cartridge Port Version Parts List 


1 ADC8G3 Analog to Digital 
Converter 

1 220 pf disk capacitor 

2 IK resistors 
1 lOKresistor 

1 Cartridge Board 
1 20 Pin IC socket 

If you are programming in C, try 
the following program to read the 
data from the parallel port- 

unsigned int data; 
mainQ 
{ 

whil e( ICconisO) { data=Bconm(0); 
printf( n %u\iT,data); 

} 

} 

If you are programming in BASIC, 
try the following program to read the 
data from the parallel port. 


The preceeding routine in BASIC 
is as follows* 

10 X-PEEK(16384 000) 

20 PRINT X 
30 GOTO 10 

For more information on the 
cartridge port, refer to "Your ST 
Comes Alive!" published by 
Computer Spectrum. (Who???- Ed.) 
If you have any questions, feel free to 
call the Computer Spectrum BBS at 
(305) 251- 1925. If you come up with a 
new and unique idea for the analog to 
digital converter, please get in touch 
via our BBS and let us know about it. 
There are several programs with 
source codes available on sig 2 of the 
Computer Spectrum BBS, Following 
is a list of sample programs that are 
available: 

A2D_ PAR.BAS ST BAS IC program 
to display the status 
of the parallel port. 

A2D_ PAR.C Source code for the 
compiled program 
below. 


Pin* 17 IB It 1# 1? 14 El 13 
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Figure 2 

Figure 2 is the schematic of the 
cartridge port form of the circuit. 

Cartridge Port Pin Connections: 


Cartridge Port Pin 

IC Pin 

1 

20 

11 

12 

12 

11 

13 

14 

14 

13 


10 X=INP(Q) 
20 PRINT X 
30 GOTO 10 


If you wanted to use the cartridge 
port, the following changes in the 
connections must be made. 

The converter can be powered by 
the cartridge port. To do this, you 
must connect pin 1 of the cartridge 
port to Vcc of the converter and the 
collector of the OP 802 photo- 
transistor. 

To read the data value you must 
read the lower cartridge RAM area. 
Without getting into too much detail, 
try the following routine. 

char *data; char peek; 

mainQ 

! 

d at a= 16384 OOOL; 
while(SCconisQ){ peek=*data; 
primfC^uXn^eek); 

) 

) 


A2D_PAR.PRG Compiled program 
which displays the 
status of the 

paraL iel port. 

A2D_ CAR.BAS ST BASIC program 
to display the status 
of the cartridge 
port. 

A2D_CAR*C Source code for the 
compiled program 
below, 

A2D_CAJLFRG Compiled program 
which displays the 
status of the cart- 
ridge port. 


Richard "Rick" Leinecker Is a Science 
teacher with Dade County Public 
Schools in Dade County , Florida. His 
company M Computer Spectrum, 
produces a series of educational 
games and books for the Atari 
computers . 
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LIGHT PEN ANYONE ? 

A Build It Yourself Light Pen 
By Thetas Lawless, R -ATARI CLUB 

For the S-Bit Atari Hardware Enthusiast! 


DISCLAIRER 

The device described herein operates yell if constructed 
as directed , Since I cannot control roar abilities 1 or 
materials 1 selection process I assume no liability for the 
information contained in this article. nonetheless, it 
writs.. • 

INTRODUCTION 

Have you ever wanted a light pen, or were maybe just a 
little curious as to how one worked? Well, read on, as we 
cover some of the mysteries of this device and explore a few 
ways to use it. 

The first element we will discuss is the light detecting 
device. Normally a ’photo transistor' is used. Light turns 
them on, just like a switch. In this case, it's actually the 
electron beam that "writes' the picture to the screen (of the 
monitor/TV) that turns on our photo transistor. A 74LS132 
integrated circuit (I.C.) is used for buffering the output so 
that we get "clean" triggers (switching). 

Next, how do we know where the electron beam is? Well 
Atari had some farsight (did I say that?) in this department. 
They tied the trigger inout to the GTJA and it stores the 
approximate location of the electron beam on the screen when 
the trigger input was activated. Ah! you say, that’s all well 
and good, but how do I use this information? That’s where it 
gets a little tricky. (You knew there had to be catch didn't 
you!) 

Fortunately it’s not really that hard for the basic 
"stuff'. However, when you get up to writing pull down 
menu’s, with icons ecL, it could become a little difficult. 
You just "PEEK" at locations 564 and 565, These are, 
respectively, the Light Pen Horzontal t and Light Pen Vertical , 
Shadow Registers. The Veal' registers are located at 54284 
(JDIDC) and 54285 (mOD), Both sets of addresses contain the 
same values. However, I recommend using the lower RAM based 
values in your programs; no telling when Atari may change the 
others. These locations are updated 60 times per second. So 
they are pretty accurate. 

Next we use good ’ole Joystick Port One to tell the 
computer to do something when we press our s key\ We're going 
to use the 'forward 1 line to signal the computer and STICKO 
location 632 (1278), You, of course, can use what you please 
in your own applications. 

These light pen position memory locations do not hold 
actual screen positions. The values have to be interpreted to 
get the correct screen cocdinates. For Horizontal, the left 
edge is 67. This value increases in increments of one, [one 
per color clock), until it reaches 227, then resets to zero, 
and again increments by one until you reach the right edge; 
which should be 7, for the Vertical, the upper edge is 16, it 
increments by one, (one per two scan lines), for a maximum of 
111 at the bottom. 

Well that covers the software part and a little theory. 
Now to build one of these jewels. 


C ONSTRUCTION 

First look over the parts list, host everything is 
available at Radio Shack, or really most any hobby electronics 
shop, except the large marker pen body. That you'll have to 
scrounge up somewhere or destroy a good marker to get one. 

Next is the cable for the light pen, I used a very 
flexible intercom cable that had 4 wires in it, and a ’O' type 
female 9 oin connector. I bent the side tabs back to make it 
fit into my 1200X1 joystick port (Ed. t This shouldn't be 
necessary on other computer models!. Then I just soldered the 
four wires in place as shown in the schematic. 

I placed my ’key' switch (SI) about a foot from the 
joystick port, you can put your's where you want it. You 
could even put it inside the marker body if you can find one 
small enough and that you can press "on 1 comfortably, 

I cut the cable at the 12 inch mark and found the Ground 
and Forward line wires (ttS and *1 respectively), I soldered 
in switch $1, and reconnected all wires except the one for the 
Forward (it’s done it’s job). 

Now we're up at the end of our rope, oops, I meant wire. 
Cut the following leads on the I.C. (just where the ’fat" part 
of the lead starts); 4, 5, 6, 8, 9, 10, 11, 12, and 13. 

Cut a hole in the end cap of the marker tube, just bi 
enough to fit through the cable you are using. Put the cabl 
through the end cap. 

Next we start soldering to the I.C,, Solder the +5vdc 
wire to oin 14, Solder the Trigger wire to pin 3, Solder a 
smell jumper, (the 1 inch piece of wire), to Pins 1 and 2, 

Solder one end of the 2000 (2K) ohm resistor to oin 7 
along with the Ground wire. Now connect the other end of the 
resistor to pin 1 or 2. 

Here is where those two 6 inch pieces of #30 wire coae in 
(i.e., 30 guage, wirewrap wire). Connect a wire from pin 1 or 
2 of I.C. to the photo transistor, lead 1. Connect a wire 
from Din H of the 1,C. to pin 3 of photo transistor, (I would 
put shrink tubing over these connections to prevent them froi 
shorting]. Cut lead 2 off of the photo transistor, if it has 
one (they vary from company to company). 

Well that’s all the tough stuff. Now you put the photo 
transistor into the marker tube, use a dull pencil and push it 
all the way down the tube until it cones up flush on the 
narrow end of the tube. 

Next insert the I.C, into the tube. Tie a knot in the 
cable or a Plastic ’tie-tie’ on the 'inside* end of the cap - 
this is to relieve cable stress. 

Go ahead and put the cover on and you’re done! 

TESTING and FINIS 

The BASIC program listing, below, just checks to see i 
everything works okay. It is well commented. There are at 
least a few hundred applications you could write yourself. I 
may write one in the future myself and send it in to p$AN. 
Well, that’s it for me, enjoy yourselves!!! 
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PARTS LIST 

Photo transistor FPT10QA 
2K ohm, i/e or 1/4 watt resistor * 

74LS132 integrated circut 

Single Pole* Single Throw, (SPST), pushbutton switch 
[l eaJ 9 pin 'O 1 type* female connector 
(4 ft. or more) of 4 conductor wire fleiibie cable. 

(13 inches) of #30 wire, (30 gauge, wirewrap wire). Cut into 
3 Pieces: two of 6 inches and one of 1 inch lengths. 

(1 ea.) Large barker Body. Approximate dimensions [length X 
diameter): 6 X i/2 inch. *** flake sure it has a removable end 
cap! *** 

(4 inches) of 'Shrink' tubing (optional). 

* NOTE you might have to change the value of the 2K ohm to 
suit your monitor; it should however, never be less than IK 
ohm. 

0 REM LIGHT PEN TEST PROGRAM 
5 REN By Thom Lawless, ’ R* Atari Club 
10 REN 100i GRAPHICS UITH A TEXT WINDOW 
20 REN 110 LPEN VERTICAL POSITION 
30 REN 120 LPEN HORIZONTAL 
40 REN 130 ADJUSTED VERTICAL POS. 

50 REN 140 - 160 ADJUST HORIZONTAL 
60 REN 170 CHECK FOR ’KEY' ON 
70 REN IF ’KEY ON THEN PRINT SCREEN 
SO REN AND PEEK VALUES TO SCREEN 
SO REN 180 START IT OVER AGAIN 
100 GRAPHICS 7 : SETC0L0R 4,M 
110 Y--PEEKIS65) 

120 X=PEEK(564) 

130 Y1=Y:Y1=Y1-16:IF Y1(0 THEN ¥1*0 
140 X1=X : IF XI (33 THEN X1-XU227 
150 X1=X1-67;IF XHO THEN X1=0 
160 IF X1H59 THEN Xl = 159 
170 IF PEEK 1 6J2 1=14 THEN ? X,X1,Y,Y1 
180 GOTO 110 

X**Ktt1**X***lXgX*ltftX****g*tl* 



"Friendly no, but It Is user tolerant." 
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A TINY ATARI ST 
SYSTEM FOR YOU TO 
CUT OUT AND GLUE 
TOGETHER . . . 
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MEGA ST COMPUTER 


Computer 

Processor 


Memory: 

MEGA ST1™ 

MEGA ST2™ 

MEGA ST4™ 


MC68000. 32-bit internal, 16-bit external 
architecture; 24-bit address bus; 8 MHz 
frequency 


1 megabyte (1,048,576 bytes) of RAM; 
192 kilobytes (196,608 bytes) of ROM 

2 megabytes (2,097,152 bytes) of RAM; 
192 kilobytes (196,608 bytes) of ROM 

4 megabytes (4,194,304 bytes) of RAM; 
192 kilobytes (196,608 bytes) of ROM 


The Computer’s Back Panel 

Many types of external devices, called peripherals, can 
attached to the back panel of your MEGA ST Computer 


On/Off p wer 


Floppy Disk 


a 




tnOOMin 




Fan 
L Vent 
// Modem 

Reset 


Midi Out 


t 


Monitor 


Primer 

Midi In 


Hard Disk 


Power Light 



Disk Drive 
Drive Susy Light 


Bottom of Keyboard 


^ Joystick Port 1 



!i 

MIX* 
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TV: ^ 



Computer 

Jack 


Mouse /Joystick 
^ v/ Port 0 
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„ Di ski— O-F — The — Moot li 

The September disk-of-the-month 
will feature an 8-bit, easy-to- 
use database program which makes 
simple tasks out of creating a 
mai 1 ing list, phone d i rector ies , 
household inventory or cataloging 
music, software, books and 
magazines. 


A hearty LA-ACE Welcome back to these 
members renewing their memberships: 

Jim & Dorothy White 
Samuel Cherrof-f 
I.H, Wei land MD and Jonah 
Norm Weinress 

Don R. & Ivy Carol Christenson 
Thanks -for your support ** 


REPRINT 



Now Jackl How many times have I told you to 
stop putting the other boys out o( business... and 
put out that cigar / 




15737 LEMARSH STREET, SEPULVEDA, CA 91343 (818) 893-9664 



FACTORY AUTHORIZED SALES AND SERVICE FOR ATARI 
COMPUTER SYSTEMS AND DISK DRIVES: 

800 • 800 XL • 130-XE • 810 • 1050 • 850 • 

& TANDON STANDARD DISK DRIVES 


AND COMPLETE SALES AND SERVICE FOR CJ computer systems 
MOST RGB COLOR SYSTEM pAI I includes: disk drive— monitor— 

VfcU MOUSE-GEM/TOS Operating System (in 

104 QST RGB COLOR system CALL a.- 


ONE MEGABYTE MEMORY UPGRADE— $175.00 
1-YEAR EXTENDED SERVICE WARRANTY— $180. 

901’ 5 EL£CTWC REPAIR SEA 1 , :L'"3ute'S ves n ar 

«CE s me cuiqts} e$iat*tshec 4 , EAAG* Awa- Cos; os S3- CQ 

*Qu' odoo a mipst * i sene " c 3 r t *, , aooT 1 An O' is 

ATARi SEA'-’CE CEVER SoutrYf- v 5 *e« 90 Di'* W'Wt qa Aj 

Catilpr>d 5>nc«1979 
c ic 'eoaiwove' GOOQAURi 

QUALITY SERVICE WITH INTEGRITY— WE CARE 





